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ABSTRAK 
 
ANGGIA SUCI PRATIWI: Pengembangan Media Game Digital Edukatif untuk 
Pembelajaran Menulis Laporan Perjalanan Siswa SMP. Tesis. Yogyakarta: 
Program Pascasarjana, Universitas Negeri Yogyakarta, 2013. 
 
Penelitian ini bertujuan untuk mengembangkan media game digital edukatif 
yang efektif untuk pembelajaran menulis laporan perjalanan siswa Sekolah 
Menengah Pertama (SMP). Media game digital edukatif yang dikembangkan ini 
sudah divalidasi oleh ahli dan diujicobakan di lapangan. 
Penelitian ini merupakan penelitian R&D melalui tahapan analisis kebutuhan, 
pembuatan desain game, validasi produk, uji coba lapangan, dan uji keefektifan 
media. Subjek penelitian ini yaitu siswa kelas VIII G SMP Negeri 6 Yogyakarta. 
Instrumen pengumpulan data adalah lembar observasi, lembar wawancara, angket, 
dan tes. Data penelitian ini berupa hasil pengamatan selama uji coba di kelas, hasil 
wawancara dengan guru, komentar dan saran dari para ahli dan siswa, skor hasil 
validasi, dan skor hasil pretest dan posttest. Data hasil pengamatan, hasil 
wawancara, komentar dan saran dianalisis secara deskriptif kualitatif. Data berupa 
skor hasil validasi ahli dan siswa serta skor hasil pretest dan posttest dianalisis 
secara deskriptif kuantitatif.  
Hasil penelitian ini adalah sebagai berikut. 1) Berdasarkan analisis kebutuhan 
diketahui bahwa keterampilan menulis perlu mendapat prioritas pengembangan dan 
menulis cukup sulit dikembangkan karena siswa kesulitan menyusun kalimat yang 
kohesi dan koheren, serta kesulitan dalam menuangkan ide tulisan. Media yang 
digunakan guru masih konvensional dan tidak bervariasi. Rata-rata siswa 
membutuhkan waktu lebih dari tiga puluh menit untuk menulis laporan perjalanan. 
Kriteria game yang layak digunakan untuk pembelajaran yaitu tidak mengandung 
unsur kekerasan, pornografi, dan hal-hal yang dapat merusak moral. Jenis game 
yang paling disukai yaitu Role Playing Game dengan genre action. 2) Desain game 
ini berupa title page, menu, tombol main, narasi, level game, kolom petunjuk dan 
pertanyaan menulis laporan perjalanan, narasi, tayangan hasil tulisan, evaluasi 
game. 3) Validasi produk oleh ahli materi menunjukkan bahwa media game digital 
edukatif ini termasuk dalam kategori sangat baik dengan hasil rata-rata yaitu 4,67, 
sedangkan validasi ahli media termasuk dalam kategori baik dengan hasil rata-rata 
4,21. Oleh karena itu, media game digital edukatif yang dikembangkan ini layak 
digunakan untuk pembelajaran menulis laporan perjalanan siswa SMP. 4) Dari uji 
coba lapangan diperoleh masukan bahwa game perlu petunjuk pada setiap tahap, 
petunjuk pengisian kolom diperjelas, volume suara ditinggikan, ditambah variasi 
rintangan, ditambah judul dan tujuan game, serta diminimalisir terjadinya bugs. Uji 
keefektifan dengan menggunakan uji-t menunjukkan bahwa nilai t hitung (4,543) > 
t tabel (30;0,05) adalah (1,697). Hal ini menunjukkan bahwa media game digital 
edukatif yang telah dikembangkan efektif digunakan untuk pembelajaran menulis 
laporan perjalanan siswa SMP.  
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 ABSTRACT 
 
ANGGIA SUCI PRATIWI: Developing Educative Digital Game Media for The 
Teaching of Writing Journey Reports to Junior High School Students. Thesis. 
Yogyakarta: Program Graduate School, Yogyakarta State University, 2013. 
 
The research was aimed at developing effective educative digital game media 
for the teaching of writing journey reports to junior high school (SMP) students. 
The developed educative digital game media are experts validate and implemented 
in the field tested. 
The research was an R&D research consisting of five steps, namely needs 
analyses, developing game design, product validation, fiels testing, and 
effectiveness testing. The subjects were the students of VIII G classes of SMP 
Negeri 6 Yogyakarta. The instruments were observation sheets, interview guides, 
questionnaires, and test. The data were in the form of observation results, interview 
transcripts with the teachers, the results questionnaires from the experts and the 
students, validation scores, and pretest and posttest scores. The data from interview 
transcripsts and questionnaires were analyzed using the descriptive qualitative data 
analysis technique. The data in the form of validation scores and pretest and 
posttest scores were analyzed using the descriptive quantitative data analysis 
technique. 
The results of the research are as follows. 1) Based on need analysis, the 
students writing skills were need improvement and their writing skills are difficult 
to improve because they found difficulties in arranging cohesive and coherent 
sentences and determining the main idea. The media used by the teacher are 
conventional and not varied. Most of the students need more than thirty minutes to 
write journey reports. To be used in the teaching and learning process, a game 
should not contain violance, pornography and immoral values. The most favourite 
game was role playing game with action genre. 2) The design of the game is title 
page, menu, button play, narration/ tutorial, level, instructions column and 
questions to write journey reports, narration, the view of reports, and game 
evaluation. 3) The product validation by material experts shows that the educative 
digital game media for teaching writing journey reports to junior high school 
students are in a very good category with the average score of 4,67. The product 
validation by media experts shows that the media are in a good category with the 
average score of 4,21. Therefore, educative digital game media are valid to be used 
in the teaching writing journey reports to junior high school students. 4) From the 
field testing step, there are some suggestions. First, the instructions in every stage 
is needed. Second, the instructions to fill the columns were made clearer. Third, the 
volume needs to be louder. Fourth, more varieties of obstacles are needed. Fifth, 
the title and the aim of the game need to be added. Sixth, the ‘bugs’ incident need 
to be minimized. The results of effectiveness testing using t-test shows t count 
(4,543) > t table (30;0,05) (1,697). It means that the developed educative digital game 
media were effective to be used in teaching of writing journey reports to junior 
high school students. 
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